GURPS: Eclipse Phase 


A conversion-guide for playing Eclipse Phase with a GURPS-adapted ruleset 


Recommended Books 

Eclipse Phase Core Rulebook (Posthuman Studios) 
Eclipse Phase: Sunward (Posthuman Studios) 
Eclipse Phase: Panopticon (Posthuman Studios) 
GURPS Mysteries (Steve Jackson Games) 

GURPS Social Engineering (Steve Jackson Games) 
Delta Green (Pagan Publishing) 


Character Generation 


As a campaign conceit, all playable characters in GURPS: Eclipse Phase are “Egos”; mind 
separated or separable from their bodies. Using advanced technology, Egos are capable of 
travelling between bodies of various kinds, from normal humans to advanced robots to living 
as pure information stored on a server with access to the Internet; in fact, the default 
character in GURPS: Eclipse Phase can be said to be pure information stored on some kind 
of computer, be it the biological hardware of the human brain, specialized hardware in a robot 
body, or a server running a software emulation of a brain. This is a 0-point feature in the 
GURPS: Eclipse Phase campaign. 


Primary and Secondary Characteristics 

To an Ego, certain characteristics are completely meaningless. Characters in GURPS: 
Eclipse Phase do not have the following Secondary Characteristics: Damage, Basic Lift, Hit 
Points, Fatigue Points, Basic Move. Physical characteristics like Build, Size Modifiers, and 
Physical Appearance, non-behavioural Odious Personal Habits like Body Odor, and Unnatural 
Features are also patently meaningless for disembodied intelligences. All of these 
characteristics are considered properties of whichever body (“morph”) the Ego is inhabiting, 
and can be swapped around at a moment's notice - and in the default EP campaign, are 
expected to! 


The characteristics that are native to the Ego are therefore Strength (ST), Dexterity (DX), 
Intelligence (IQ), Will, Perception (Per), Basic Speed, Age, skills, techniques, and Social 
Backgrounds. Players may also purchase behavioural Odious Personal Habits and Fashion 
Sense for their Egos, as these represent knowledge of behaviours, rather than physical 
characteristics. 


Baseline human bodies impose physical limits to the capabilities of an Ego, usually capping 
their Primary Attributes to 16 or less. Simple genefixing can easily raise this limit to 19, while 
more advanced genetic engineering allows maximums of 21. While an Ego can have higher 


Primary Attributes than the limit imposed by the morph, they will not be able to take 
advantage of the excess. Pure software simulation or cutting-edge capability-boosting morphs 
only cap Primary Attributes at their transhuman maximum of 26. 


For the average human in the early 21st Century, Primary Attributes in the 8 to 12 range, 
averaging 10 would be considered normal. The average transhuman in 10AF typically ranges 
10 to 16, with an average of 13. Primary Attributes above 19 are in the distinctly posthuman 
range, and Primary Attributes above 21 are extremely rare. Primary Attributes above 26 
should not be allowed for playable characters. 


Primary Attribute: Strength (ST) 
+8 points/level 
Because ST no longer affects your Hit Points directly, the cost has been lowered. 


Primary Attribute: Health (HT) 
+7 points/level 
Because HT no longer affects your Fatigue Points directly, the cost has been lowered. 


Optional Rule: New Primary Attribute: Perception (Per) 

+5 points/level 
Perception has been decoupled from IQ. Increasing or decreasing IQ will no longer affect 
Perception in any way. Perception starts at 10. (The cost of IQ remains the same.) 


Optional Rule: New Primary Attribute: Will 

+5 points/level 
Will has been decoupled from IQ. Increasing or decreasing IQ will no longer affect Will in any 
way. Will starts at 10. (The cost of IQ remains the same.) 


Optional Rule: New Primary Attribute: Smooth Operator (SO) 

+10 points/level 
All the skills covered by the Smooth Operator Talent (p. B91) no longer default to IQ. Instead, 
they are dependent on the new Primary Attribute “Smooth Operator”, which like all primary 
attributes starts at 10. 


Advantages/Disadvantages 

Egos can only have Mental (brain) and Social (handshake) Advantages and Disadvantages. 
Some Advantages and Disadvantages are exceptions to this; these are noted separately in 
the Advantages and Disadvantages chapters. 


Characters 


Social Background 

The Tech Level (TL) of Eclipse Phase is a very nascent 10. Pre-Fall civilization was largely TL 
9, and TL 9 locations can be found scattered around the Solar System. Certain advanced 
technologies may be TL 11. The campaign Tech Level is 10. The dominant language is 


Mandarin, closely followed by Arabic and English. Other major languages are Cantonese, 
French, Hindi, Japanese, Portuguese, Russian, and Spanish. Bengali, Dutch, Farsi, German, 
Italian, Javanese, Korean, Polish, Punjabi, Swedish, Tamil, Turkish, Urdu, Vietnamese, and 
Wu have significant speaking populations. The vast majority of people are literate. 


Wealth, Status and Cost of Living 


Wealth 
The starting wealth of the Eclipse Phase campaign is $50,000, the normal for a TL10 
campaign. The dominant currency in Eclipse Phase is the “credit”, which is used across the 


Solar System by the vast majority of all habitats that use currency. The credit is denoted “c”, 
and for game purposes $1 GURPS is equivalent to 1c. 


The full range of wealth levels exist in the Eclipse Phase universe. Brinkers and anarchists 
squeezing out existences on the edge of the Kuiper Belt and infugees in storage are Dead 
Broke, more well-to-do anarchists and the average hypercorp citizen are Average, while the 
owners of giant corporations and the hyperelite are Multimillionaires. 


People with settled lifestyles have 80% of their starting wealth in the form of physical assets 
such as living space and clothes (p. B26). You can almost always claim that the cost of your 
morph is part of these 80%; exceptions would be dedicated combat morphs such as Reapers, 
which are almost never used for habitation. 


In several anarchist strains, there is no such thing as personal property. Everything is owned 
and shared by the community according to communal and individual needs, and money does 
not exist as a concept. Despite this, anarchists are not all Dead Broke. For members of 
anarchist communities that don’t believe in personal property, Wealth levels represent the 
wealth of the community per capita. The wealthier the community, the more affluence its 
members can live in, and the more items can be appropriated by an individual without the 
community reacting negatively. The Wealth Level of an anarchist represents the amount of 
luxury they live in, and the amount of property (such as morphs, tools, or nanofactory 
feedstock) they can bring off the anarchist hab without offending anyone. High reputation 
among the anarchists can increase your wealth level beyond the average, as people are more 
lenient with your proclaimed needs. Especially poor reputations can likewise decrease your 
wealth level to below the average. 


In the Planetary Consortium, the Morningstar Constellation and the Lunar-Lagrange 
Alliance, the average wealth level is Average, although about one fifth are Poor infugees 
working off Indenture contracts. Income inequality is high; a small elite maintain Wealthy 
levels or above, with the richest Consortium families owning assets worth tens of billions of 
credits or more. 


The Titanian Commonwealth is one of the major centers of trade, commerce and industry in 
the trans-Jovian Solar System, giving the average Titanian a Comfortable wealth level. 
Welfare ensures few people fall below Average, but financial ruin or long-term unemployment 
can drop unfortunate individuals to Struggling, where they rely largely on free public goods 
from state welfare nanofactories. Income inequality is low, but owners of major businesses 
such as interplanetary shipping can attain Multimillionaire wealth. 


The Jovian Republic is one of the few places outside the Kuiper Belt where non-Indentured 
Dead Broke and Poor can be found. About 21% of Jovians - often immigrants or unfortunate 
Fall refugees - are Poor or on the low end of Struggling, working in manufacturing to support 
the remaining 79%, which have Average wealth levels, with some Struggling and some 
Comfortable. A wealthy 0.1%, largely original colonists, have wealth ranging from Comfortable 
to owning assets worth billions of credits. 


The anarcho-capitalist and libertarian communities such as Extropia tend to have average 
net worths of Struggling or worse, with significant populations tied up in Indenture contracts or 
other forms of debt slavery that lands them as Poor or continually Dead Broke. A small, 
complacent elite manage to avoid being overwhelmed by spiraling debt and insurance costs 
and have financial freedom and Average (or better) wealth. Income inequality is extremely 
high, with a few lucky individuals attaining Multimillionaire wealth. Inequality in 
anarcho-capitalist and libertarian societies tends proportionally to the size of the community. 
There are smaller communities numbering in the low thousands or less - usually near 
abundant natural resources - where everyone can be Comfortable, but Extropia is one of the 
most unequal places in the Solar System, putting even the Planetary Consortium to shame. 


Status 

Most anarchist communities are classless, and neither Wealth nor Rank bestow social 
benefits. Anarchists do not believe in rank (except as temporarily bestowed by a community 
upon an individual for administrative purposes), and rather than being the cause of social 
status, above-average Wealth is an effect of being held in high regard by one’s community. 
Anarchist societies allow at most Status 1 (reflecting that people like you really well), which 
should be accompanied by a corresponding 1-level increase in wealth relative to the society 
(Comfortable in Average communes, Struggling in Poor communes, etc.) You can choose to 
forgo this increase in wealth, representing a vow to not consume more than your fair share 
even if the community lets you. Most anarchist communities are small and far apart, so most 
anarchists reply on their Reputation when outside their home communities, rather than Status. 
Anarchists often perceive statist with high Status, Rank or Wealth higher than the anarchists’ 
as generally suspect and, in particular, as exploitative parasites upon society; among such 
anarchists, apply the imputed Status from Wealth as a negative Reaction modifier. 


The Planetary Consortium, Morningstar Constellation, Lunar-Lagrange Alliance and 
other large state-capitalist societies are for most purposes “classless meritocracies”. In these 
societies, you can buy Status 1-2, representing the qualities mentioned in the “Classless 


Meritocracies” sidebar on p. B28. Negative Status is appropriate for indentured servants. Most 
habitats are minisocieties (p. SE11, SE14), where civil servants hold Administrative Rank 
(which imputes Status), and managers in corporate towns have Merchant Rank that replaces 
Status. Larger societies are governed by people with Administrative and/or Political Rank, 
which imputes Status. The LLA are loosely governed by a Council led by a President; 
representatives to the Council have Political Rank, and the President holds Political Rank 7; 
these impute Status. The Morningstar Constellation are governed by the Star Council, whose 
members hold Political Rank imputing Status. In the Planetary Consortium, the elected 
officials of the Planetary Congress hold Political Rank, but true power rests in the hand of the 
Ministry and the Hypercorp Council, where Merchant Rank is synonymous with Political Rank, 
Administrative Rank, and Status. However, outside of members of the Ministry and Hypercorp 
Council, Merchant Rank only replaces Status among other hypercorps and in corporate 
towns. 


The Titanian Commonwealth, the Jovian Republic, and other representative democracies 
are “Classless Meritocracies”. In the Jovian Republic, Status -1 represents being a member of 
the Poor immigrant worker class. In both the Republic and the Commonwealth Status 1-2 
generally comes from the qualities mentioned on p. B28, and also being a member of one of 
the Wealthy founding Original Colonists families in the Jovian Republic. Both polities are ruled 
by heads-of-state with high Political Rank (which imputes Status), and Wealth imputes Status 
normally. In the Jovian Republic, the military are closely aligned with the government, and 
Military Rank imputes Status. The federal police force of the Jovian Republic are part of the 
military, and Military Rank replaces Police Rank in the federal police. Only the largest cities in 
the Jovian system are large enough to have local police forces with the full range of Rank; 
most cities are minisocieties where Police Rank tops out at 4-5. 


In anarcho-capitalist societies, Merchant Rank replaces Status (for most purposes) and 
almost all forms of Rank. Wealth is heavily respected and imputes Status. The employed will 
have Merchant Rank 0, while the self-employed have Merchant Rank 1. (Owners of large 
businesses are, obviously, “self-employed” but usually have higher Merchant Rank.) 
Indentured workers and the Dead Broke (who soon become indentured workers) have Status 
-2 and Merchant Rank 0. 


Cost of Living 

Nanofactories and automation has reduced the scarcity of secondary manufacturing to trivial 
levels, but scarcity still abounds in the Solar System. The “post scarcity” world of Eclipse 
Phase still has scarcity of water, power, real estate, raw materials, morphs, and the labour of 
everyone involved in the manufacturing processes. Use the Cost of Living Table (p. B265) 
and accompanying rules. 


The Cost of Living here represents the cost of renting a place to live, purchasing raw 
materials for a nanofactory, the cost of drinking water, air recirculation taxes, other taxes, 
power, medical checkups by paid medical professionals, maintenance costs for robots and 


synthmorphs you own, eating out, entertainment, and the occasional purchase of a new 
nanofactory blueprint, all as appropriate for the Status you choose to live at. 


Food 

Nanofactories of various quality can produce food pastes of almost any level of quality and 
taste, but cannot by themselves process or cook the paste. In some cases, this is 
unnecessary - a high-end nanofactory can produce tasty bowls of cereal or raw noodles, for 
example - but often the lipids, hydrocarbons and amino acids extruded by a nanofactory will 
be cooked by automated kitchen appliances or manual labour (using the Cooking skill, or its 
default of Housekeeping-5) at a restaurant or in the home before consumption. High-end, 
dedicated food nanofactories have built-in food preparation units in order to serve proper 
meals, but these are large and cannot ordinarily be used to fabricate non-food items. Serving 
unprepared nutrient paste to guests would be a major faux pas! 


The cost of eating out remains at 1% for small meals and 2% for large meals, since the 
majority of the cost is paying for labour. However, when you cook food yourself, there is little 
difference between daily meals and Travel Rations; assume that the cost of home cooking for 
a month is roughly equivalent to buying a month’s worth of Travel Rations, or 20% cost of 
living. Treat Status 1 or greater as Status 0 when calculating the raw material cost of 
nanomanufactured meals; any additional cost comes from employing skilled cooks or 
supplementing the meal with expensive vat-grown produce. 


In addition to the cost of the raw materials, you will also need blueprints. The cost of a 
blueprint for a single meal is 1% cost of living for breakfast or lunch-type meals, or 2% cost of 
living for dinner-type meals. In most habitats, you can find free, open-source blueprints for 
Status 0 (and below) meals on the local Mesh. Searching for and finding such a blueprint 
requires a Research roll at +4. 


It is possible to live off eating raw protein blocks (the taste is quite vile) from public 
nanofactories. This is equivalent to living off Status -1 Travel Rations (p. B265) and has a 
monthly cost of 60c in order to cover the cost of the nanofactory feedstock you have to 
provide. (This also covers the cost of drinking water.) In habitats with public 
nanomanufacturing, this is equivalent to a Status -2 lifestyle and could lead to malnutrition. 
Proper preparation in a kitchen, which includes mixing several different types of nutrient 
paste, can improve the taste and texture. 


Status -2 Travel Rations are made from non-food-grade nanofactory feedstock, and not really 
fit for human consumption. Due to the lack of rarer elements in non-specialized feedstock, 
characters who try to survive off Status -2 Travel Rations will quickly start suffering from 
malnutrition. 


Synthmorphs 
Synthmorphs do not eat, but still require power. The power consumption of an average 
humanoid synthmorph (such as the Case, Synth or Steel) costs 20c per week, for a monthly 


cost of 80c. (This is about 15% cost of living at Status 0.) This cost does not change with 
Status. However, high Status will often be reflected by the fact that you own an more 
expensive, power-hungry synthmorph, or that you’ve chosen to live in a more luxurious 
biomorph instead. This replaces the cost of food, but other living costs remain. 


Infomorphs 

Infomorphs do not have physical bodies, and need only pay for storage space and 
computational cycles on a private or public server to stay “alive”. The cost of renting server 
space is 10% cost of living per month. At a Status -1 lifestyle, this is just enough to cover the 
hardware to run your Ego and a Mesh connection. At higher statuses, this can include 
high-speed Mesh connections, virtual reality, simulspace acceleration, specialized hardware, 
and other luxuries. With the exception of personal entertainment, this is the only cost of living 
infomorphs have to pay. Living in an infomorph can be very cheap! 


Anarchist Communities 

The cost of living in anarchist communes and collectives is always free. You never have to 
pay to live in an anarchist community, and many anarchists will be offended if you try. 
However, remember that you also cannot find paid work in the post-currency anarchist 
economies, so you'll never be able to run a surplus. 


Your lifestyle while living in an anarchist commune will also be the same as that of all the 
other anarchists. If the anarchist community has a lifestyle-Status that is lower than your 
Status, you will be living below your Status (p. B265) and suffer the consequences! If your 
reputation among the anarchists is high, you can live at a single level of Status higher than 
the local average. Likewise, if your reputation among the anarchists is low, excessive scrutiny 
and a lack of public goodwill will force you to live one level of Status below the local average. 


Remember also that when living in the post-currency New Economy, you are expected to do 
your fair share of work towards the public good. If you shirk this duty, you will find that your 
reputation in the local community quickly drops, and you will be forced to live at a lower 
lifestyle-Status or eventually even find yourself exiled from the habitat. In some anarchist 
communities, you may end up losing your morph as it is considered public property, and the 
public thinks it can be put to better use in the hands of someone else. 


Clothing 

Simple clothing made from ordinary materials can easily be assembled by nanoscale 
assemblers in a nanofactory. More advanced clothes, which incorporate smart materials, are 
more difficult to assemble, requiring higher-quality raw materials and specialized 
nanofactories. For ordinary clothing, the cost of a new nanofactory blueprint is much greater 
than the cost of nanofactory feedstock. Characters start the game with a full wardrobe and 
blueprints for the clothing as appropriate to their Status at no cost. 


Ordinary Clothes: One complete outfit of clothing (p. B266) made from ordinary materials 
(artificial wool, artificial cotton, etc.) including microgravity shoes, with designs ranging from 


cheap out-of-fashion open-source to brand new designer fashions. New blueprints for a set or 
ordinary clothing is 20% of cost of living. Providing a nanofactory with feedstock to produce a 
set of ordinary clothing costs 10c. 

Vacuum Suit: One standard MCP spacesuit requires 150c of feedstock to produce. 


Advantages and Perks 

A wide variety of Advantages and Perks are provided by physical bodies, and not a part of 
your character per se. This section deals with Advantages and Perks that are intrinsic to your 
mind or identity - primarily mental (brain) and social (handshake) Advantages that are part of 
you no matter what kind of physical body you inhabit. Eclipse Phase is a conspiracy and 
horror game, so cinematic advantages will generally be inappropriate, and since Egos are 
usually human minds, exotic (alien) and supernatural (lightning bolt) Advantages will not be 
available to Egos. The exception to this are Advantages conferred by psychosurgery and the 
strange mental powers granted by Watts-MacLeod and other Exurgent mind-viruses, which 
for unknown reasons travel with the Ego even as it resleeves. 


Ambidexterity (p. B40) 

This physical advantage can be bought for an Ego. It will have no effect when the Ego is 
sleeved in a morph that does not have limbs, but being able to coordinate two arms at the 
same time is a mental skill that can be used in a wide variety of physical bodies. 


Compartmentalized Mind (p. B43) 
Psychosurgery can grant one or more levels of this Advantage. 


Danger Sense, Daredevil (p. B47) 
It bears noting that these are Cinematic in nature, and at the GM's discretion, disallowed. 


Digital Mind (p. B48) 

Although Als and AGIs are, in fact, Digital Minds, they do not have to buy this Advantage. 
Digital Mind primarily grants an immunity to telepathic powers, which do not exist in the 
Eclipse Phase setting, (Watts-MacLeod and other Exurgent powers can affect Als...) and the 
disadvantages of being a Digital Mind are common to all Egos and already included in the 
Ego setting conceit. 


Eidetic Memory (p. B51) 

Human and uplift characters can buy the 5-point version of this Advantage as a natural mental 
skill. The 10-point version can represent advanced psychosurgery to restructure the way the 
mind stores information. AGIs may have this as a feature of their programming. Both versions 
can also be granted by certain morphs. 


Enhanced Tracking (p. B53) 
Normally, transhuman minds are not adept at tracking multiple independent targets across 


their field of vision. However, it can be granted by advanced psychosurgery using a process 
similar to that which grants Compartmentalized Mind, or programmed into an AGI. Some 


savant minds may have it ‘naturally’, and it can be granted by Watts-MacLeod infection. 
Remember that this Advantage only works if you have the eyes (or other applicable sensors) 
to take advantage of the independent tracking! 


Extra Life (p. B55) 
Everyone has this advantage with the Copy and Requires Body modifiers. 


High Pain Threshold (p. B59) 

You may take this physical advantage as if it were a mental one; through natural mental 
capabilities, psychosurgery, programming, or mental conditioning, you just don’t suffer as 
much as other people when you are hurt. 


Intuition (p. B63) 

As described, Intuition is cinematic or even magical. In non-cinematic Eclipse Phase 
campaigns, it should be disallowed for normal transhuman characters. GMs may allow it for 
distinctly posthuman (IQ 23+) or Watts-MacLeod-infected characters, where it represents the 
ability to subconsciously determine which outcome is best to pick, even though normal 
transhumans would consider there to be no logical way to choose between options. 


Lightning Calculator (p. B66) 


Modular Abilities (p. B71) 

This is not an ability that most transhumans have or can have access to. AGI could have 
minds programmed to allow direct use of skillsofts (the Computer Brain variation). 
Posthumans with extensive psychosurgery and Watts-MacLeod-infected transhumans could 
also have access to to the Super-Memorization variant. This Advantage can also be conferred 
by sleeving into a morph with the skillware implant. 


Speak with Animals (p. B87) 

Given the sensory abilities available to transhumanity, you could theoretically have learned to 
speak the “language” of almost any kind of animal, although if you are not in the right morph, 
you may not be able to! In the Eclipse Phase campaign, this represents enough knowledge of 
a certain type of animal’s psychology and ways of communicating that you can converse with 
an animal. In the vast majority of cases, this will be bought at the species limitation level 
(-80%, for a cost of 5 points) to represent rapport with a single type of animal. At best, it can 
be bought at the family level (for 10 points). Other levels are simply unavailable. This 
advantage is particularly relevant to some uplifts, who may know the language of their 
un-uplifted species, such as Speak with Orangutans for neo-Orangutans and Speak with 
Dolphins for neo-Dolphins. GMs should keep in mind that few animals actually have 
well-developed language abilities, and may therefore simply not be able to converse at a high 
level. 


Terror (p. B93) 
GMs who wish to emphasize the inhumanity of posthumans may allow posthuman and 
exhuman characters to purchase a few levels of this ability to represent the creeping horror 


that comes from trying to keep a conversation with someone who are intelligent beyond 
imagination or have particularly overhuman ethics and morality. Usually, this will come with 
the Always On limitation, but particularly cunning posthumans may be able to hide their 
inhumanity behind a facade of normality, allowing them to purchase the Advantage without 
limitations. Several Exurgent creations and aliens may also have this Advantage. 


Unaging (p. B95) 

Egos are usually not subject to degradation over time - only their bodies are. All characters in 
the Eclipse Phase campaign have this Advantage as a campaign conceit, and it has no point 
cost. For ease of bookkeeping, it is probably not necessary to write it down on your character 
sheet either. 


Unfazable (p. B95) 

As noted in GURPS Horror, this can quickly ruin the mood of a horror campaign. Eclipse 
Phase is a game with thoroughgoing cosmic horrors, so this Advantage has the limitations 
against Sanity-Blasting Fright Checks as noted on p. H19. For jaded characters who have 
become accustomed to violence, isolation, or other “mundane” horrors in the Eclipse Phase 
setting, the Familiar Horrors limitation (p. H20) is especially appropriate. 


Wild Talent (p. B99) 
Wild Talent can be used to represent the Grok Watts-MacLeod sleigh. Otherwise, 
non-Exsurgents should not be allowed to have it. 


Zeroed (p. B100) 

There are many reasons why a person might have no official identity in the Eclipse Phase 
setting, including simple reasons such as “the records were destroyed or lost in the Fall’. It is 
not appropriate for rogue forks, since they share with the original Ego. It is very appropriate 
for AGI characters created by independent Al-programmers who didn’t keep official records. 


Disadvantages and Quirks 


Bestial (p. B124) 

While this Disadvantage is eminently appropriate for “feral” uplifts not accustomed to modern 
human society, player characters should probably not pick it, as it heavily interferes with your 
character’s ability to participate in the game world on a constructive level. 


Blindness (p. B124) 

You can take this physical Disadvantage for your Ego, representing that you are, due to 
mental damage or otherwise, simply unable to process visual information. Even if you are 
sleeved into a morph with excellent visual systems, you will remain blind as the information 
you receive is incomprehensible to you. Software or hardware that converts visual information 
to information you can comprehend (e.g. painting a picture on your tongue with electrical 
impulses) would be a Mitigator, and chance the cost accordingly. If the software is integrated 
in your Ego through programming or advanced psychosurgery, you’re simply not blind, and 
don’t qualify for this Disadvantage! 


Cannot Speak (p. B125) 

Similar to Blindness, you can take this Disadvantage for your Ego, representing that you are 
mentally unable to communicate vocally, for example because the part of your Ego controlling 
the larynx has been damaged. A text-to-voice program or similar to overcome this would be a 
Mitigator, with the according change in cost. This Disadvantage is especially appropriate for 
Al that never needed to communicate verbally, such as autonomous exploration drones, and 
AGI uplifted from such Al. 


Chronic Pain (p. B126) 

You may take this physical Disadvantage for your Ego to represent pains that originate in on 
the mental level in the brain, similar to phantom limb pains or other ephemeral pains that have 
no real physical cause. 


Colorblindness (p. B127) 
See notes on Blindness above for how this can be a mental Disadvantage for your Ego. 


Combat Paralysis (p. B127) 


This Disadvantage not caused by the body, but rather on the subconscious level in the motor 
cortex. You can therefore take it for your Ego, and it will apply no matter which kind of morph 
you inhabit. 


Deafness (p. B129) 


You can take this physical Disadvantage for your Ego, similar to Blindness, Cannot Speak, 
and Colorblindness. 


Disturbing Voice (p. B132) 

Though normally a physical Disadvantage, if you are mentally unable to speak normally in a 
way similar to that of Cannot Speak above, you can take this Disadvantage for your Ego. This 
would represent, for example, that the parts of your mind that know how to properly give 
inflection to speech are damaged, leaving you with a dull, monotonous voice no matter the 
vocal facilities of your morph. 


Ham-Fisted (p. B138) 

This Disadvantage may be bought for you Ego to represent that you have problems with 
hand-eye coordination no matter what kind of morph you're sleeved in, such as if you’ve 
experienced neural damage to your motor cortex. 


Innumerate (p. B140) 


While not outside the realm of possibility, it is highly unlikely that an Al would ever have this 
Disadvantage, due to their inherent nature as computer programs. 


Insomniac (p. B140) 


Like Blindness, Cannot Speak, Colorblindness and Deafness, you can take this physical 
Disadvantage for your Ego. 


Intolerance (p. B140) 

Despite the fact that people can resleeve into a body of their choice, characters can still be 
bigoted towards characters based on who they were (Intolerance for everyone who were born 
Turkish, or Intolerance for everyone born with an expressed SRY-gene, for example), who 
they are (everyone who identifies as female, or everyone who identifies as Chinese, for 
example), the kind of morph they use (everyone who uses Pacific Islander morphs, everyone 
who sleeves in female morphs, everyone who sleeves in a specific morph type), or simply the 
fact that their morph doesn’t reflect who they once were (such as Intolerance for all Chinese 
people not sleeved in genetically Chinese morphs). Additional common prejudices in the 
Eclipse Phase setting includes against uplifts (both specific species and in general) and uplift 
morphs, against non-uplifts, against AGI, against synthmorphs, against biomorphs, against 
pod morphs, against Flats and/or Splicers, against non-Flats and/or Splicers, as well as the 
various forms of political positions people can have. 


Klutz, Lame (p. B141) 

Klutz, Crippled Legs, and Paraplegic may be taken as mental Disadvantages for your Ego, 
similar to many of the aforementioned physical Disadvantages you can take for your Ego. If 
you have Crippled Legs, the legs are not actually crippled, but you are unable to exercise full 
motor control over at least one leg, giving you the same effects as if it were crippled. Klutz 
may be appropriate for AGI who were never expected to have physical bodies, or have 
recently been embodied, and therefore are not (yet) capable of moving in un-clumsy manners. 
Crippled Legs may likewise be appropriate for AGI and uplifts that were never expected to 
have legs (such as spaceship AGIs or dolphins) and are struggling to learn how to use legs. 


Low Pain Threshold (p. B142) 
You can take physical Disadvantage for your Ego; see High Pain Threshold above. 


Lunarcy (p. 143) 

While letting players take this Disadvantage is generally discouraged, it bears noting that 
some locations in the Solar System have no moons (such as Mercury), while others have 
many (such as Jupiter), with a wide variety of orbital and sidereal periods; if anyone does pick 
this Disadvantage, it is imperative that GMs and players agree on exactly which moons, in 
which situations, impose the disadvantages! 


Miserliness (p. B144) 

If the campaign is largely set in a habitat where currency is not in use and personal property is 
not in use, this Disadvantage is either worth 0 points, or also applies to handing out favours 
and contributing with labour. 


Neurological Disorder (p. B144) 

This physical Disadvantage can be bought for your Ego, and in that case represents 
persistent neurological damage (and/or programming bugs, in the case of Als) to your mind. 
The effects of Neurological Disorder would then be applied to you no matter which kind or 
morph you are sleeved into. 


No Depth Perception (p. B145) 

As noted, this Disadvantage may have neurological causes, and may therefore be bought for 
your Ego. Using software or other tools to trivially measure distances would be a Mitigator. 
(e.g. a measuring tape is not a Mitigator, a laser rangefinder built into your vision is.) 


No Sense of Smell/Taste, Numb (p. B146) 
Like Blindness, Cannot Speak, Colorblindness and Deafness, you can take these physical 
Disadvantages for your Ego. 


Quadriplegic (p. B150) 
Just as with Paraplegic, you may take this Disadvantage to represent a general lack of motor 
control, such as from a motor cortex with heavy neural damage. 


Reprogrammable (p. B150) 

Unless you are especially vulnerable to reprogramming, this Disadvantage would be 
inappropriate. Reprogramming an AGI or performing mind-altering psychosurgery upon a 
transhuman mind could force it to obey commands, but this applies to all Egos as a setting 
conceit, and is more similar in spirit to advanced brainwashing than to Reprogrammable. 


Slow Riser (p. 155) 
You may have this physical Disadvantage as a mental one for your Ego; you simply don’t 
enjoy waking up. 


Social Stigma (p. 155) 

In most societies, uplifts and AGI can pick the Minority Group Social Stigma. At the GM’s 
discretion, large carnivorous uplifts (such as killer whales) may qualify for the Monster Social 
Stigma instead. Transhumans and forks in the Jovian Republic and indentures in societies 
that practice indenture qualify for the Second-Class Citizen Social Stigma. In the 
Lunar-Lagrange Alliance and the Jovian Republic, AGI are Subjugated. In the Jovian 
Republic, uplifts too are Subjugated. 


Stress Atavism (p. B156) 

This is especially appropriate for uplift characters. It may also apply to AGIs that were created 
by “uplifting” existing algorithms and Al, which will revert to repetitive, algorithmic behaviour 
when they fail their self-control rolls. 


Stuttering (p. B157) 
Maybe be taken as a mental Disadvantage for your Ego. 


Skills 


Animal Handling 
IQ/Average 
Default: |Q-5 


Advances in genetic engineering, behavioural heuristics, neuroscience and eugenics have 
created many breeds of animals that are much smarter than their mundane ancestors. While 
the animals as smart - or smarter! - than the average human can be taught as humans with 
the Teaching skill, Animal Handling is used to train the animals that are not quite capable of 
human-level cognition. Each category of “smart animal” is a separate speciality, and defaults 
to its species at -2, within an order at -4, across orders at -6, and across classes at -8. 


Specialties include: 

Police Baboon: Genetically modified Cape baboons often used for police and security work. 
They are of the Papio ursinus species, the Primate order, and the Mammal class. Defaults to 
Animal Handling (Smart Monkey)-4. 

Gardener Bee/Wasp.: Interbred wasps and bees used for gardening and pollination. The 
bee/wasp crossbreed is of the Hymenoptera order and the Insecta class. Defaults to Animal 
Handling (Bees)-2. 

Smart Camel: Highly intelligent, if stubborn, camels of the Camel species, the Artiodactyla 
order, and the Mammal class. Defaults to Animal Handling (Camels)-2. 

Smart Cat: Cats, now with an even greater capacity to understand that they should be 
worshipped. Smart housecats are of the Felis catus species, the Carnivora order, and the 
Mammal class. Defaults to Animal Handling (Cats)-2. 

Smart Dog: Highly intelligent dogs of the Canis lupus species, the Carnivora order, and the 
Mammal class. This also includes martian Rust Hounds. Defaults to Animal Handling 
(Dogs)-2 and Animal Handling (Smart Wolves)-2. 

Smart Hawk: Peregrine falcons used for falconry and security. Of the species Falco 
peregrinus, of the Falconiformes order and the Aves class. Defaults to Animal Handling 
(Raptors)-4 and Falconry-3. 

Smart Horse: Smart horses are less intelligent than smart camels, but less stubborn and still 
good for hauling heavy packs. Smart horses are a breed of the Equus ferus caballus species, 
of the Perissodactyla order, and the Mammal class. Defaults to Animal Handling (Horse)-2. 
Smart Monkey: Enhanced capuchin monkeys are commonly used as assistants, especially as 
pickpockets by criminals. Due to their relative similarity, all smart monkeys of the cebinae 
family are trained with the same skill. Capuchin monkeys are, additionally, of the Primate 
order and the Mammal class. Defaults to Animal Handling (Police Baboons)-4. 

Smart Racoon: Racoons have quite nimble hands, and are often used for the same purposes 
as Smart Monkeys. Smart racoons are a breed of the species Procyon lotor, of the Carnivora 
order, of the Mammal class. Defaults to Animal Handling (Racoons)-2. 

Smart Rat: A more intelligent version of Rattus norvegicus, of the Rodentia order of 
Mammals. Defaults to Animal Handling (Murinae)-2. 

Smart Roach: An intelligent cockroach the size of a small dog. The entire Blattodea order 
(cockroaches) are trained with the Animal Handling (Smart Roaches) skill. Cockroaches are 
of the Insecta class. Defaults to Animal Handling (Gardener Bees/Wasps)-6 and Animal 
Handling (Bees)-6. 


Smart Wolf: Smart wolves are less suited as pets than smart dogs, but are more vicious and 
better trackers. They are of the Canis lupus species, the Carnivora order, and the Mammal 
class. Defaults to Animal Handling (Dogs)-2 and Animal Handling (Smart Dogs)-2. 


Armoury/TL 
IQ/Average 
Default: |Q-5, Engineer (same)-4 


Weapons and armour technologies flourished prior to the Fall. Miniaturization of computing, 
high-density power sources, and advanced materials technology have all contributed to the 
development of tools for killing people and tools for protecting those very same people from 
being killed. 


TL9 introduces early self-powered suits of armour as well as the various kinds of weaponry 
listed under Artillery, Beam Weapons, Gunner and Guns. The TL9 armourer expects to work 
in a machine shop with access to a 3D printer and the tools to work aerogel, metallic foam, 
metallic glass,refractory metals, and transparent alumina. Integration of electronics is a key 
element of weapons and armour-development at this TL. 


TL10 further improves upon battlesuits and the weapons listed under Artillery, Beam 
Weapons, Gunner, and Guns. The TL10 armourer expects to work in a machine shop with 
access to a specialized nanofactory and the tools work both TL9 materials as well as 
nanomanufactured materials such as diamond, fullrenes, and metamaterials. Integration of 
electronics and computing is ubiquitous at this TL. 


Specializations include: 

Battlesuits: Performance-enhancing suits of body armour become available at TL9 and are 
developed into solid hardsuits. Both types remain popular at TL10. 

Body Armour: At TL8, this covers the construction of bullet-proof vests and helmets using 
ceramic plates, steel, fabrics such as kevlar, and plastics. At TL9, metallic glass becomes an 
alternative to ceramic plates, and transparent alumina can replace bullet-resistant transparent 
plastics on helmets. Lighter armour can be made to harden on impact. Miniature electronics 
are used to give armour active defences, and advanced material technologies can make 
surfaces mask heat and reject liquids. At TL10 the armourer has can make trauma plates 
from artificial diamond, strengthen armour with carbon nanotubes, and augment the defences 
with metamaterials and active nanomachine colonies. 

Heavy Weapons: See Artillery and Gunner for the most relevant weapons for for the armourer 
at the relevant Tech Levels. It is vital that the TL9 and TL10 weaponsmith can integrate 
electronics and computers into the tools they create. 

Melee Weapons: The basic form of melee weapons has changed little, and the stone knife of 
a TLO hunter-gatherer, the bronze knife of a TL1 farmer, and the iron knife of a TL2 shepherd 
is just as deadly as the carbon nanotube-and-diamond knife of a TL10 soldier. At TL9 and 


TL10 electroshock melee weapons and materials that harden upon impact become common. 
Missile Weapons: Man-powered missile weapons are an oddity at TL8 through TL10, 
although advanced materials have been put to work in improving bows and crossbows for 
sports. 

Small Arms: See Beam Weapons and Guns for the most relevant weapons for for the 
armourer at the relevant Tech Levels. It is vital that the TL9 and TL10 weaponsmith can 
integrate electronics and computers into the tools they create. 

Vehicular Armor: At TL9, the vehicular armourer is able to and expects to be able to work with 
the materials noted above for TL9. At TL10, they likewise expect to be able to work with 
nanomanufactured materials. 


Artillery/TL 


IQ/Average 
Default: |Q-5 


Artillery in the post-Fall decade greatly benefits from the growing power of computers. TL9 
and TL10 artillery systems have ballistic computers capable of incorporating data from a wide 
variety of sensors to account for as many factors as possible. 


TL8 artillery is very similar to TL7 and even TL6 artillery. Incremental advances in technology 
has increased the range, accuracy, and rate of fire of artillery cannons, and TL8 advances 
ballistic computers beyond what TL7 could accomplish. This TL sees the early development 
of rocket-propelled and guided artillery shells and early attempts at automated networking of 
artillery and forward observers TL8 sees the development of advanced air-launched missiles 
and bombs and their guidance systems. Typical TL8 artillery weapons include torpedos, 
rocket tube artillery, light and heavy mortars, cruise missiles, laser-guided or radar-guided 
missiles and bombs, howitzers, conventional artillery pieces, and ballistic missiles, nuclear or 
otherwise. 


TL9 advances upon late TL8 development, making rocket-assisted, guided missiles capable 
of in-flight adjustment the norm rather than the exception. Missiles and guided bombs take 
advantage of miniaturized computerization to intelligently home in on priority targets. 
Networking allows the missiles to distribute themselves across the target area in the way that 
best maximizes enemy casualties. Advanced power supplies make coilgun and railgun 
artillery pieces practical. Cruise missiles become almost as advanced as fighter jets, using 
powerful computer brains and sensor systems to protect themselves and select targets. 
Lasers see some use as accurate, long-distance anti-aircraft weapons for targeting 
high-altitude bombers, incoming ballistic missiles, or low-flying satellites. 


TL10 artillery weapons closely blend guided missiles and cannons. They include the full range 
of technological advances, including metamaterial optics for high-energy laser weapons, 
mature particle weapons, shape-adjusting shells that communicate with the ballistic computer, 
missiles guided by near-human artificial intelligences, scramjet-propelled rockets, and 


satellite-mounted railguns coilguns, lasers, and particle cannons. In addition to conventional 
explosive warheads, TL10 weapons can carry a wide variety of munitions, including liquid 
thermite, scrappers gel, and military nanoswarms. 


Remember that Artillery is the skill of firing an artillery piece. To determine where to fire it, you 
must use Forward Observer! 


You must specialize by weapon type, these include: 

Beams: Includes laser weapons (TL9+) and particle cannons (TL10+) for high-altitude 
anti-aircraft, anti-satellite, and orbit-to-ground fire. All but non-existent at TL8, uncommon at 
TL9 and TL10. 

Bombs: Includes air-to-ground (TL6+) and space-to-ground (TL9+) gravity bombs. Common 
(among pilots) at TL6-9, uncommon at TL10 as non-guided weapons become increasingly 
obsolete. 

Cannon: Heavy projectile weapons where the primary mechanism for travel is a ballistic arc. 
This includes some rocket-propelled weapons and allows small levels of in-flight adjustment. 
Includes infantry and crew mortars, towed artillery pieces, self-propelled guns, rocket tube 
artillery, and howitzers. Developed at TL6 and common at TL6-10. 

Catapult: Obsolete. 

Guided Missile: Includes laser-guided bombs, laser-guided missiles, radar-guided missiles, 
cruise missiles, and ballistic missiles. Uncommon at TL7, common at TL8-10. 

Torpedo: Includes both guided and unguided self-propelled underwater projectiles. Developed 
but extremely uncommon at TL5. Uncommon at TL6-9 though common among submarine 
and torpedo-boat crews. At TL10, the skill is rare, except on Europa, where it is common in 
the military. It also sees some use on Callisto, Enceladus, and Titan. 


Beam Weapons/TL 


DX/Easy 
Default: DX-4 


Advances in optics, steady-state materials and the development of room-temperature 
superconductors in the pre-Fall decades led to the development of combat capable 
direct-energy weapons. Mass deployment and radical innovation came in the years just 
before the Fall and in the post-Fall period, driven and driving by the development of advanced 
optical metamaterials and advanced energy storage methods such as room-temperature 
superconductors. Types of beam small arms include light-based systems in the microwave 
and near-visible wavelengths, charged and uncharged particle weapons, electrolasers, and 
plasma weapons. 


TL8 beam weapons are largely experimental oddities or too large to be used by an individual 
on foot. Pistol-sized laser weapons for damaging space suits were reportedly developed and 
deployed by the Soviet Union in 1984, and laser weapons capable of causing temporary or 


permanent blinding are easy to manufacture but have been banned by a UN Convention. The 
United States of America has also been experimenting with man-portable laser-weapons 
capable of inducing pain and shock in the target. 


TL9 sees the early deployment of “practical” man-portable direct energy weapons. 
High-powered laser weapons and charged energy weapons are deployed by militaries, while 
less-lethal microwave weapons, electrolasers and laser dazzlers are adopted by police and 
for military police actions. Direct energy weapons from this period tend to be large, fragile and 
have immense power requirements. Like firearms from this period, beam weapons have 
targeting computers and “smartlinks” to aid targeting, as well as security systems to prevent 
unauthorized used. TL9 soldiers may have some familiarity with high-powered laser weapons 
and particle weapons, and police forces may have been trained in the use of dazzlers, 
electrolasers and microwave agonizers. 


TL10 beam weapons are far more advanced than earlier direct-energy weapons. 
Metamaterial optics, high-energy physics and room-temperature superconductors are used to 
create precise and high-capacity direct-energy weapons. New developments include neutral 
particle beams and plasma weapons, and advanced miniaturization allow practical hybrid 
weapons that combine charged and neutral particle beams, multiple-wavelength lasers, and 
high-energy lasers with electrolaser capabilities. Further developments in firing software allow 
smartlinked computers to compensate for atmospheric disturbances and local magnetic fields, 
increasing the accuracy of beam weapons to an even greater extent. 


You must specialize by weapon type; these include: 

Pistol: Any handgun-sized and shaped direct energy weapons. These are all but non-existent 
at TL8, uncommon at TL9 except for blinding weapons, and common for laser, electrolaser 
and microwave weapons at TL10. Pistol-sized particle weapons and plasma weapons are not 
practical and do not see deployment at this TL. 

Rifle: Any long-arm direct energy weapons. Dazzlers and blinding laser rifles are available at 
the prototype stage at TL8. High-powered laser, electrolaser, particle and microwave 
long-arms exist for specialized uses at TL9. At TL10, the full range of direct energy weapons 
are available and common in long-arm form. 


Bioengineering/TL 
IQ/Hard 
Default: Biology-5 
Boating/TL 
DX/Average 


Default: DX-5, IQ-5 


While characters from Earth may have trained in boating and have experience with operating 
boats, very few planetary body in the Solar System other than the Earth has open waters. 


Off-Earth open water can only be found in the private habitats of the filthy rich, extrasolar 
planets accessed through the Pandora Gates, and the hydrocarbon lakes of Titan. Characters 
living near the underground oceans of Ceres, Europa, lapetus and Callisto should have at 
least one of Environmental Suit (Diving Suit), Submarine, Swimming and Scuba. 


Brainwashing/TL 

IQ/Hard 
Default: None 
Prerequisite: Psychology 
Crewman/TL 

IQ/Easy 
Default: |Q-4 


Crews of crafts have been steadily reduced from the large crews of TL8 crafts to smaller and 
smaller crews managing smarter and smarter autonomous systems. While crews are always 
trained in emergency repair and damage control, the TL9 and TL10 crew is increasingly 
specialized and highly educated in technical areas and the control of autonomous systems. At 
TL9, this includes managing Al systems, networks and teleoperation, and the use of 
advanced expert systems. At TL10, almost all physical jobs are automated, and the 
crewmember manages the Als and robots that control the craft. 


Due to the predominant fears of rampant Als after the Fall, characters with this skill at TL9, or 
even TL8, may be employed as crew in favour of heavy dependence upon advanced Al 
systems and autonomous robots. 


There are four main classes of crafts, each with their own skill: 

Airshipman/TL: This skill is uncommon at TL8, as very few large airships even existed in this 
period. Airships are well suited for heavy cargo lifting on Venus, making this skill much more 
common at TL9 and TL10. It can also be used for lighter-than-air crafts on Saturn, Titan, 
Uranus and Neptune, though extremely strong winds on Saturn and Neptune make 
lighter-than-air craft very uncommon there. This skill is also used for serving as a crew on 
Venusian, Uranian and Neptunian aerostats. 

Seamanship/TL: As with Boating, the lack of open waters in the Solar System makes this skill 
extremely rare at TL10. The skill is usually either a relic from before the Fall, or used by the 
crews of ships that sail on Titan’s hydrocarbon lakes. 

Spacer/TL: This skill is very rare at TL8, but significantly more common at TL9 and TL10. It 
can especially be found among inhabitants of small to medium-sized space stations, who are 
trained and employed to manage the day-to-day operation of their home. 

Submariner/TL: This skill is very uncommon at TL8 outside of the military or certain scientific 
organizations. At TL9 this skill become more common as Earth’s seas were more heavily 
colonized, and at TL10 it is very common among the inhabitants of Ceres, Europa, and 


lapetus, and may be found among the Jovian Republic’s military and research groups on 
Callisto. 


Cryptography/TL 
IQ/Hard 
Default: Mathematics (Cryptology)-5 


GURPS High Tech writes that breaking TL7 secure encryptions is basically impossible before 
TLO (p. HT211). Likewise, cryptographical developments at TL8 are unbreakable before TL9. 
This however requires a qunatum computer; without a quantum computer, TL7 and TL8 
ciphers are as unbreakable at TL9 and TL10 as at TL7. 


At TL8, most forms of cryptography concern themselves with asymmetric cryptography and 
information-theoretical applications of crypto, as well as a few stray thoughts about quantum 
cryptography. At TL9, the development of workable quantum computers leads to an explosion 
in the field of quantum cryptography as well as the development of post-quantum classical 
algorithms. TL10 continues to expand on this field. 


At TL9 and TL10, characters with the Cryptography skill may take an optional specialty in the 
use of quantum algorithms, provided they also have either the Physics or Physics (Quantum) 
skill at the same TL as their Cryptography skill. 


Dropping 
DX/Average 
Default: DX-3, Throwing-4 


Personal flight is available to neo-avian morphs, certain synthmorphs, and even sculptured 
human morphs in some low-g locations, making use of this skill possible. 


Engineer/TL 

IQ/Hard 
Advances in miniaturization and practical applications makes Engineer (Microtechnology) and 
Engineer (Nanotechnology) available at TL9. At TL9, Engineer (Nanotechnology) largely 
handles medical nanotechnology. At TL10, Engineer (Nanotechnology) expands to cover the 
development of nanomachine swarms, nanoscale assemblers, and other high-tech 
applications of nanomachines. 


Materials technology continues to expand with the development of new technologies, and at 
TL9 Engineer (Materials) includes familiarity with aerogels, metallic foams, metallic 
glass,refractory metals, and transparent alumina. At TL10, nanoscale assembly makes the 
development of advanced metamaterials and applications of carbon nanotubes, fullerenes, 
and graphite sheets available to the Materials Engineer. 


The Parachronic, Psychotronic and Temporal specialities are non-existent in the Eclipse 
Phase setting. 


Environment Suit/TL 
DX/Average 
Default: DX-5 


This skill is absolutely vital to most Eclipse Phase characters, who live in hazardous 
atmospheres (Mars, Venus, Titan), underwater (Ceres, Europa, Callisto, lapetus) or near hard 
vacuum (everywhere else). “Vac suits”, also called “spacesuits” became available at TL7, but 
most suits in GURPS: Eclipse Phase will be TL9 or TL10. The Vacc Suit specialization covers 
both suits for surviving the vacuum of space and the hazardous atmospheres of Venus, Mars 
and Titan. The Diving Suit specialization covers diving hardsuits, most of which will be TL9 
and TL10, but the specialization is available at earlier tech levels. Infantry in GURPS: Eclipse 
Phase commonly use various forms of power armor and exoskeletons at TL9 and TL10, 
covered by the Battlesuit specialization. 


Expert Skill 
IQ/Hard 
Defaults: None 


Characters in the Eclipse Phase campaign will often be well-trained experts. Expert Skills that 
are particularly relevant are Computer Security (p. B193), Epidemiology, Military Science, and 
Political Science (p. B194). Hydrology is also available. In campaigns with a heavy emphasis 

on conspiracies, the GM may also allow the Conspiracy Theory specialization. The Xenology 

specialty does not exist, as too little is known about the Factors and the Iktomi to form a basis 
for this skill. 


There are several new specialities: 

Exsurgent Virus: is similar to Expert Skill (Epidemiology), but covers the Exsurgent virus in 
specific. 

Watts MacLeod: exists for dealing with the strange phenomena caused by the 
Watts-MacLeod virus, and functions similarly to Expert Skill (Psionics) (p. B194). Actually 
studying the infection and spread of the Watts-MacLeod virus falls under Expert Skill 
(Exsurgent Virus). 


Free Fall 
DX/Average 
Defaults: DX-5, ST-5 


This skill is vital for characters who plan to spend significant time in, or plan to perform 
arduous or complex tasks in, microgravity environments. It is very common in the Eclipse 
Phase campaign, especially outside the larger planets and moons. Embodied characters who 
do not live on Mercury, Venus, Luna, Mars, one of the Gallilean moons, one of the larger 


Saturnian moons (Titan, Endeclaus, lapetus, Dione, Rhea, or Tethys), the four largest 
Uranian moons (Titania, Oberon, Ariel, or Umbriel), Neptune’s moon Triton, or an O'Neil 
cylinder will require this skill in order to function on a day-to-day basis. 


Gunner/TL 

DX/Easy 
Default: DX-4 
The technological developments of small arms and beam weapons also benefit mounted 
machine guns, grenade launchers, and beam weapons in their respective periods. Direct-fire 
cannons follow a similar technological path to small arms. 


TL8 cannons and machine guns are largely similar to earlier models, but cannons benefit from 
advanced sighting systems and early attempts at guidance, and mounted automatic grenade 
launchers see regular use. The TL7-TL8 era also saw the development of early mounted 
missile weapons, such as the TOW system and other tripod or vehicle-mounted guided 
missile launchers. Typical TL8 weapons include towed direct-fire artillery pieces and anti-tank 
guns, turret-mounted tank guns and autocannons, wire-guided homing missile systems, and 
tripod or pintle-mounted machine guns and automatic grenade launchers. 


At TL9, all of these weapon systems are upgraded with ballistic computers and smartlinks. 
The heavy munitions of tank guns are often upgraded to take advantage of in-flight 
adjustment for increased accuracy, blurring the edges between a tank gun and missile 
launcher. Missiles themselves are “brilliant” missiles capable of intelligently homing in on 
targets. Large vehicles with strong powerplants mount early coilguns and railguns as well as 
laser and particle weapons. Tripod and pintle-mounted weapons include automatic 
“mini’-missile launchers, and early portable electrokinetic weapons. Cooling systems make 
crew-served laser and particle beam weapons easier to implement than small arms-version at 
this TL. 


The TL10 Gunner weapons benefit from the full range of technological advance as described 
under Beam Weapons and Guns. Vehicles and crew-served weapon systems have the full 
range of technologies available, from mature and compact railguns and smart-ammo machine 
to high-energy laser, particle beam and plasma cannons. Conventional canons are loaded 
with smartlinked, computer-assisted, self-guiding, rocket-powered shells, and are all but 
indistinguishable from missiles, which themselves are coilgun-launch scramjet. 


You must specialize by weapon type; these include: 

Beams: Includes both single-shot and burst-capable beam weapons. Non-existent at TL8, 
rare at TL9, and common at TL10. 

Cannon: Includes mounted cannons (TL5+), gyrojet cannons (TL9+) and single-shot coil and 
railguns (TL9+). Common at TL5 through TL10. 

Catapult: Obsolete. 


Machine Gun: Includes conventional machine guns (TL6+), automatic grenade launchers 
(TL7+) gyrojet machine guns (TL8+) and machine railguns (TL9+). Common at TL6 through 
TL10. 

Rockets: Includes mounted recoilless guns (TL6+), rockets (TL7+), guided missile (TL7+) and 
mini-missile launchers (TL9+). Common at TL6 through TL10. 


Guns/TL 
DX/Easy 
Default: DX-4 


Personal firearms went through a small paradigm-shift in the 21st Century, moving from 
largely mechanical devices, to incorporating advanced electronics and cutting-edge 
technologies. However, due to the simplicity of manufacture, their ubiquity in conflict zones, 
and ease of use, many 20th Century firearms were in use all the way up to the Fall and would 
be familiar (if awkwardly antiquated) to most military and paramilitary personnel in 10AF. 


TL8 rifles and pistols would be familiar even to soldiers and hunters of the late 19th Century 
(TL6); standardized bullets with casings fired from weapons with rifled barrels and internal or 
external magazines, sometimes capable of automatic or semi-automatic fire. Infantry rifles 
and machine guns from the late 19th and early 20th Century still saw use in conflicts and 
were fielded by even the most technologically advanced armies of the early 21st Century. 
There is virtually no difference between the small arms of the early TL7 and late TL8. Typical 
late-era TL8 weapons include semi-automatic and automatic rifles, LMGs, semi-automatic 
and automatic pistols, revolvers, pump-action and semi-automatic shotguns, guided and 
unguided light anti-armor weapons (LAW), man-portable anti-aircraft missiles (MANPADS), 
submachine guns (SMG) and unguided grenade launchers. Gyrojet weapons and automatic 
shotguns exist but see little use; computer-aided grenade launchers exist but are not 
commonly deployed. 


TL9 sees the introduction of ballistic computers and “smartlinks” on all military-grade small 
arms and grenade and missile launchers. Virtually all rocket-propelled missiles are guided, 
and grenade launchers are computer aided, but are facing obsolescence in the face of guided 
“mini’-missiles. Even the smallest guided missiles take advantage of miniaturized computers 
to intelligently home in on targets, earning the moniker “brilliant missiles”. Conventional 
ammunition is replaced with gyrojet and caseless rounds, and may benefit from in-flight 
adjustment to achieve better accuracy and special flight paths. Bullets are electrically fired, 
rather than mechanically, and early versions of electrokinetic weapons (railguns and Gauss 
guns) are deployed. Most personal firearms have security systems that protect them from 
unauthorized use. 


TL10 firearms take full advantage of developments in nanotechnology and materials sciences 
to design finely-crafted tools of surgical death. Shapeshifting memory-alloys allow on-the-fly 


flight adjustment of bullets and grenades, as well as a wide variety of special ammunitions. 
Room-temperature superconductors make railguns economical. Miniaturization of missiles 
continue to the point where pistol-round-sized “micro”-missiles are a mature technology. 
Smartlinked fire-control software become almost as smart as the person holding the gun. The 
TL10 soldier is familiar with a wide variety of computer-assisted firearms firing self-guided 
metamaterial bullets, “brilliant” missiles of all sizes, and compact railgun systems. 
High-rate-of-fire flechette pistols (“needlers”) become an option for dealing with robots and 
heavily armoured targets. The TL10 soldier will, however, be unfamiliar with unguided 
weapons, how to maintain mechanical weapons, and will probably not have personal 
experience handling now-outdated gyrojet weapons. 


You must specialize by weapon type; these include: 

Grenade Launcher (GL): Common on TL8 and TL9 battlefields, rare in TL10. 

Gyrojet: For gyrojet (TL7+) and micro-missile (TL10) projectiles. An oddity at TL8, common at 
TL9 and TL10 

Light Anti-Armor Weapons (LAW): For standard-sized rocket launchers (TL7+), recoilless 
rifles (TL6+) and mini-missile launchers (TL9+). Common at TL8 through TL10. 

Musket: Obsolete. 

Pistol: Includes conventional pistols (TL6+), rail pistols (TL10) and needlers (TL10). Common 
at TL6 through TL10. 

Rifle: Includes conventional rifles (TL6+) and railguns (TL10). Common at TL6 through TL10. 
Shotgun: Common at TL6 through TL10. 

Submachine Gun (SMG): Includes conventional submachine guns (TL6+) and submachine 
railguns (TL10). Common at TL7 through TL10. 


Innate Attack 


DX/Easy 
Default: DX-4 


While sleeved in octomorph or squid bodies, characters may use the cephalopod’s natural 
defences, including the ink sacs. Characters sleeved in uplifted elephant morphs may be 
interested in squirting water with the trunk. For these purposes, the following specializations 
can be bought. They default to each other at -2, as per usual for Innate Attacks. 


Ink Sacs: Any attack that releases a thick, viscous fluid (usually cephalopod “ink”) into the 
atmosphere. To use this skill, the cephalopod’s anus must be unobstructed and must be 
facing in the same direction as you wish to make the attack. 

Spray: Any attack that fires a low-pressure stream of liquid (usually water) through a trunk at a 
target. To use this skill, the trunk must be unobstructed and free to move so that the tip can 
face the target. 


Intelligence Analysis/TL 
1Q/Hard 


Default: |Q-6, Strategy-6 


Liquid Projector/TL 
DX/Easy 
Default: DX-4 


The most common liquid projector weapons are the flamethrower and the water cannon, both 
based on TL6 designs. Concealed gas weapons see some use in assassination and 
espionage during TL7. At TL8, capsaicin aerosol weapons, “pepper spray”, comes into 
common use. 


At TL9 the development of new chemicals such as liquid thermite, Buzz and Juice revitalize 
the interest in spray weapons. The weapons themselves benefit from computerized 
targeting-assist systems and miniaturization. 


At TL10 development of new chemicals for use in liquid projectors takes advantage of 
metamaterials science to create new, potent weapons such as the immoblizing Freezer gel 
and aerosol projectors can be mounted with nanoswarm capsules or internal factories to 
weaponize nanomachines over long distances. Miniaturization and computerization continues. 


You must specialize by weapon type. These include: 

Flamethrower: Includes Byzantine fire-siphons at TL4, but the modern versions of this 
specialization owe more to the TL6 flamethrower developed during WWI. Uncommon at TL6 
through TL10. 

Sprayer: Includes gas (TL6+) and nanoswarm (TL10) projectors. All but non-existent before 
TL10. Uncommon at TL10. 

Squirt Gun: Includes aerosol weapons such as pepper spray (TL8+), Freezer gel projectors, 
and most other low-pressure liquid projectors. Uncommon at TL8 through TL10. 

Water Cannon: Includes riot control water cannons (TL6+) and other high-pressure liquid 
projectors. Uncommon at TL6 through TL10. 


Mechanic/TL 

IQ/Average 
Default: |Q-5, Engineer (same)-4, Machinist-5 
Piloting/TL 

DX/Average 
Default: |Q-6 
Research/TL 

IQ/Average 


Default: |Q-5, Writing-3 
Prerequisite: literacy, Computer Operation 


Soldier/TL 


Urban Survival 


Per/Average 
Default: Perception-5 


Templates 


Morphs 

The physical capabilities of a morph, as well as the processes its neural structures and mental 
hardware are well suited to, can affect the Ego that sleeves in the morph. When an Ego is 
sleeved in a morph, it receives bonuses to attributes or skills as listed under the morph’s 
Advantages. Morphs also have several physical Advantages. 


When no Ego is sleeved in a morph, treat it as having 0 in all attributes and skills, and it is for 
all intents and purposes a very expensive object that requires continuous life-support. 
Physical secondary characteristics, including Basic Lift, Hit Points, Fatigue Points, and Basic 
Move, are determined by the morph and not the usually governing attributes. Morphs may 
have Builds (p. 19) unless otherwise noted. Although unusual, morphs may have dwarfism (p. 
19) or gigantism (p. 20). Flats and Splicers without Basic Biomods may have begun to suffer 
the effects of old age (p. 20). 


Most morphs have Average appearance. Flats and Splicers, worn morphs, and growth tank 
accidents, may have appearances of Unattractive or worse. At an increase in purchase cost, 
Attractive and Handsome/Beautiful (p. 21) with Off-the-Shelf Looks could be available for 
most morph types. Normal Handsome/Beautiful and better appearance is the result of 
extensive genetic engineering (the Sylph) or winning the genetic lottery, and will be a lot rarer 
and come with a significant markup in price. Transcendent is not available to Flats or Splicers. 


Many morphs can add bonuses to one attribute among many. When this is the case, the 
attribute to which this bonus is chosen and will never change over the course of the 
campaign. When buying a morph during character generation, when having a template 
tailored to your needs, or simply when shopping at any major morph factory or warehouse, 
assume that the player can always pick which attribute(s) to apply the bonus(es) to. 
Otherwise, the GM chooses where the bonuses apply based on what makes internal sense 
for the campaign, or determines it randomly (e.g. with a die roll). In many cases, the wildcard 
bonus will be masked by an asterisk (*) - this means that the bonus may be substituted for 2 
levels of Charisma (p. B41) and 3 levels of the Smooth Operator Talent (p. B91) 


Biomorphs 


Flat 
Maximum Attribute Level: five attributes at 16 and one at 21. 
Hit Points: 10 


Splicer 

Maximum Attribute Level: five attributes at 19 and one at 24 

Attribute Modifiers: +3 to one attribute” 

Advantages: Fit Advantage [5], Longevity [2] 

Hit Points: 10 

Mods: Cortical Stack (Extra Life, Requires Body -20%) [20] [total 20] 

Basic Biomods (Less Sleep 4) [8], (Improved G Tolerance 3, low gravities only -50%) [8], 
(Regrowth) [40], (Regeneration Slow) [10], (Unaging) [15], (No Degeneration in Zero G) [1], 
(Taboo Trait: Genetic Defects), (Taboo Trait: Neurochemical Imbalance), (Immunity to 
Disease) [10] [total 92] 

Basic Mesh Inserts (Accessory - Computer) [1], (Radio Telecommunication, Secure +20%, 
Sensie +80%) [20] [total 21] 


Exalt 

Maximum Attribute Level: five attributes at 21 and one at 26 

Attribute Modifiers: +3 to IQ, +3 to three other attributes* 

Advantages: Fit Advantage [5], Longevity [2], Attractive [4] 

Hit Points: 12 [4] 

Mods: Cortical Stack (Extra Life, Requires Body -20%) [20] 

Basic Biomods (Less Sleep 4) [8], (Improved G Tolerance 3, low gravities only -50%) [8], 
(Regrowth) [40], (Regeneration Slow) [10], (Unaging) [15], (No Degeneration in Zero G) [1], 
(Taboo Trait: Genetic Defects), (Taboo Trait: Neurochemical Imbalance), (Immunity to 
Disease) [10] 

Basic Mesh Inserts (Accessory - Computer) [1], (Radio Telecommunication, Secure +20%, 
Sensie +80%) [20] 


Menton 

Maximum Attribute Level: five attributes at 21 and one at 26 

Attribute Modifiers: +5 to IQ, +3 to Will, +3 to one other attribute* 

Advantages: Fit Advantage [5], Longevity [2], Language Talent [10], Lightning Calculator [2], 
Photographic Memory [10], Talent: Mathematical Ability [10], Versatile [5] 

Hit Points: 12 [4] 

Mods: Cortical Stack (Extra Life, Requires Body -20%) [20] 

Basic Biomods (Less Sleep 4) [8], (Improved G Tolerance 3, low gravities only -50%) [8], 
(Regrowth) [40], (Regeneration Slow) [10], (Unaging) [15], (No Degeneration in Zero G) [1], 
(Taboo Trait: Genetic Defects), (Taboo Trait: Neurochemical Imbalance), (Immunity to 
Disease) [10] 

Basic Mesh Inserts (Accessory - Computer) [1], (Radio Telecommunication, Secure +20%, 
Sensie +80%) [20] 


Olympian 

Maximum Attribute Level: five attributes at 21 and one at 26 
Attribute Modifiers: +5 to ST, +3 to DX, +3 to one other attribute” 
Advantages: Very Fit Advantage [15], Longevity [2] 


Hit Points: 13 [6] 

Mods: Cortical Stack (Extra Life, Requires Body -20%) [20] 

Basic Biomods (Less Sleep 4) [8], (Improved G Tolerance 3, low gravities only -50%) [8], 
(Regrowth) [40], (Regeneration Slow) [10], (Unaging) [15], (No Degeneration in Zero G) [1], 
(Taboo Trait: Genetic Defects), (Taboo Trait: Neurochemical Imbalance), (Immunity to 
Disease) [10] 

Basic Mesh Inserts (Accessory - Computer) [1], (Radio Telecommunication, Secure +20%, 
Sensie +80%) [20] 


Sylph 

Maximum Attribute Level: five attributes at 21 and one at 26 

Attribute Modifiers: +5 levels of Charisma, +4 levels of the Smooth Operator Talent +3 to 
DX, +3 to one other attribute 

Advantages: Fit Advantage [5], Longevity [2], Handsome/Beautiful (may pick Androgynous) 
[12], Sanetized Metabolizm [1] 

Hit Points: 13 [6] 

Mods: Cortical Stack (Extra Life, Requires Body -20% ) [20] 

Basic Biomods (Less Sleep 4) [8], (Improved G Tolerance 3, low gravities only -50% ) [8], 
(Regrowth) [40], (Regeneration Slow) [10], (Unaging) [15], (No Degeneration in Zero G) [1], 
(Taboo Trait: Genetic Defects), (Taboo Trait: Neurochemical Imbalance), (Immunity to 
Disease) [10] 

Basic Mesh Inserts (Accessory - Computer) [1], (Radio Telecommunication, Secure +20%, 
Sensie +80% ) [20] 

Enhanced Pheromones - Sex Pheromones - Affliction 1 (HT; Lecherousness (12), +15%; 
Accessibility, Only on those attracted to your gender, -20%; Area Effect 1, +50%; Emanation, 
-20%; Scent-Based, +150% ) [28] 

Enhanced Pheromones - Trust Pheromones - Affliction 1 (HT; Gullibility (12), +10%, Area 
Effect 1, +50%; Emanation, -20%; Scent-Based, +150%) [29] 


Bouncers 

Maximum Attribute Level: five attributes at 21 and one at 26 

Attribute Modifiers: +3 to ST, +3 DX, +3 to one other attribute* 

Advantages: Fit Advantage [5], Longevity [2], two Extra Arms (Foot Manipulators -30%) [14], 
-1 Basic Move [-5] 

Hit Points: 12 [4] 

Mods: Cortical Stack (Extra Life, Requires Body -20%) [20] 

Basic Biomods (Less Sleep 4) [8], (Improved G Tolerance 3, low gravities only -50%) [8], 
(Regrowth) [40], (Regeneration Slow) [10], (Unaging) [15], (No Degeneration in Zero G) [1], 
(Taboo Trait: Genetic Defects), (Taboo Trait: Neurochemical Imbalance), (Immunity to 
Disease) [10] 

Basic Mesh Inserts (Accessory - Computer) [1], (Radio Telecommunication, Secure +20%, 
Sensie +80%) [20] 

Oxygen Reserve (Doesn't Breathe, Oxygen Storage 50x -40%) [12] 

Grip Pads (Clinging) [20] 


Fury 
Maximum Attribute Level: five attributes at 21 and one at 26 

Attribute Modifiers: +5 ST, +3 DX, +3 Will, +5 HT, +3 to one other attribute” 
Advantages: Very Fit advantage [15] 

Disavantages: Cogenial [-1], Aggressive [-1] 

Hit Points: 17 [14] 

Mods: Cortical Stack (Extra Life, Requires Body -20%) [20] 

Basic Biomods (Less Sleep 4) [8], (Improved G Tolerance 3, low gravities only -50%) [8], 
(Regrowth) [40], (Regeneration Slow) [10], (Unaging) [15], (No Degeneration in Zero G) [1], 
(Taboo Trait: Genetic Defects), (Immunity to Disease) [10] 

Basic Mesh Inserts (Accessory - Computer) [1], (Radio Telecommunication, Secure +20%, 
Sensie +80%) [20] 

Enhanced Vision (Hyperspectral Vision, Extended High Band +30%, Extended Low Band - 
Terahertz Only +15%) [37] (Telescopic Vision 4, No Targeting -60%) [8], (T-Ray Vision, No 
Source -10%) [23], (Acute Vision 2) [4] [total 72] 

Neurachem 

Light Bioweave Armor (Damage Resistance X, Flexible -40%) [3X] 

Toxin Filters (Immunity to Poison) [15], (Filter Lungs) [5] [total 20] 


Futura 

Maximum Attribute Level: five attributes at 21 and one at 26 

Attribute Modifiers: +5 to Will, +3 to IQ, Charisma +3, +3 to one other attribute 
Advantages: Fit Advantage [5], Longevity [2], Attractive [4], Photographic Memory [10] 
Disadvantages: Confident (Quirk-level Overconfidence) [-1], Reputation -2 (Presumed to be 
one of the Lost, rolls of 10 or less x) [-3] 

Hit Points: 12 [4] 

Mods: Cortical Stack (Extra Life, Requires Body -20%) [20] 

Basic Biomods (Less Sleep 4) [8], (Improved G Tolerance 3, low gravities only -50%) [8], 
(Regrowth) [40], (Regeneration Slow) [10], (Unaging) [15], (No Degeneration in Zero G) [1], 
(Taboo Trait: Genetic Defects), (Taboo Trait: Neurochemical Imbalance), (Immunity to 
Disease) [10] 

Basic Mesh Inserts (Accessory - Computer) [1], (Radio Telecommunication, Secure +20%, 
Sensie +80%) [20] 

Emotional Dampers (+3 to Acting, Switchable +10%, Temporary Disadvantage: Killjoy -15%) 
[6] 


Ghost 

Maximum Attribute Level: five attributes at 21 and one at 26 

Attribute Modifiers: +5 to DX, +3 to ST, +3 to Will, +3 to one other attribute* 
Advantages: Fit Advantage [5], Longevity [2], Single-Minded [5] 
Disadvantages: Careful [-1] 

Hit Points: 15 [10] 

Mods: Cortical Stack (Extra Life, Requires Body -20%) [20] 


Basic Biomods (Less Sleep 4) [8], (Improved G Tolerance 3, low gravities only -50%) [8], 
(Regrowth) [40], (Regeneration Slow) [10], (Unaging) [15], (No Degeneration in Zero G) [1], 
(Taboo Trait: Genetic Defects), (Immunity to Disease) [10] 

Basic Mesh Inserts (Accessory - Computer) [1], (Radio Telecommunication, Secure +20%, 
Sensie +80%) [20] 

Enhanced Vision (Hyperspectral Vision, Extended High Band +30%, Extended Low Band - 
Terahertz Only +15%) [37] (Telescopic Vision 4, No Targeting -60%) [8], (T-Ray Vision, No 
Source -10%) [23], (Acute Vision 2) [4] [total 72] 

Grip Pads (Clinging) [20] 

Adrenal Boost (High Pain Threshold, Switchable +10%, Link +10%) [12], (Basic Speed+2, 
Switchable +10%, Link +10%, Costs FP -5%) [12] [total 24] 

Chameleon Skin (Chameleon 2, Controllable +20%, Extended Spectrum: IR +20%) [14] 


Hibernoid 

Maximum Attribute Level: five attributes at 19 and one at 24 

Attribute Modifiers: +3 to one attribute* 

Advantages: Fit Advantage [5], Longevity [2], Metabolism Control 1 (Hibernation -60%) [2] 
Hit Points: 12 [4] 

Mods: Cortical Stack (Extra Life, Requires Body -20%) [20] 

Basic Biomods (Less Sleep 4) [8], (Improved G Tolerance 3, low gravities only -50%) [8], 
(Regrowth) [40], (Regeneration Slow) [10], (Unaging) [15], (No Degeneration in Zero G) [1], 
(Taboo Trait: Genetic Defects), (Immunity to Disease) [10] 

Basic Mesh Inserts (Accessory - Computer) [1], (Radio Telecommunication, Secure +20%, 
Sensie +80%) [20] 

Circadian Regulation (Less Sleep 2) [4] 


Neotenic 

Maximum Attribute Level: ST at 16, four attributes at 21 and one at 26 (or all Attributes at 
22) 

Attribute Modifiers: -2 to ST, -1 to DX, +3 to IQ, +3 to ST, DX or one other attribute” 
Advantages: Fit Advantage [5], Longevity [2] 

Disadvantages: Dwarfism [-15], Curious [-5], Social Stigma (Minority, the kind of people who 
think that prepubescent morphs are not creepy as fuck) [-5] 

Hit Points: 8 

Mods: Cortical Stack (Extra Life, Requires Body -20%) [20] 

Basic Biomods (Less Sleep 4) [8], (Improved G Tolerance 3, low gravities only -50%) [8], 
(Regrowth) [40], (Regeneration Slow) [10], (Unaging) [15], (No Degeneration in Zero G) [1], 
(Taboo Trait: Genetic Defects), (Taboo Trait: Neurochemical Imbalance), (Immunity to 
Disease) [10] 

Basic Mesh Inserts (Accessory - Computer) [1], (Radio Telecommunication, Secure +20%, 
Sensie +80%) [20] 


Remade 
Maximum Attribute Level: 26 


Attribute Modifiers: +5 to IQ, +5 to ST, Charisma +3, +2 levels of Smooth Operator, +3 to 
two other attributes 

Advantages: Very Fit Advantage [15], Longevity [2], Sanitized Metabolism [1], Photographic 
Memory [13], Temperature Tolerance 10 (40% below norm, 60% above norm) [10] 
Disadvantages: Social Stigma (Minority, Uncanny Valley) [-5] 

Hit Points: 13 [6] 

Mods: Cortical Stack (Extra Life, Requires Body -20%) [20] 

Basic Biomods (Less Sleep 4) [8], (Improved G Tolerance 3, low gravities only -50%) [8], 
(Regrowth) [40], (Regeneration Slow) [10], (Unaging) [15], (No Degeneration in Zero G) [1], 
(Taboo Trait: Genetic Defects), (Taboo Trait: Neurochemical Imbalance), (Immunity to 
Disease) [10] 

Basic Mesh Inserts (Accessory - Computer) [1], (Radio Telecommunication, Secure +20%, 
Sensie +80%) [20] 

Toxin Filters (Immunity to Poison) [15], (Filter Lungs) [5] 

Enhanced Respiration (Pressure Support 1, 0.2-5 atm range -40%) [3], (Doesn't Breathe, 
Oxygen Storage x25 -50%) [10], (Pressure-Tolerant Lungs) [1] 


Rusters 

Maximum Attribute Level: five attributes at 19 and one at 24 

Attribute Modifiers: +3 to ST, +3 to one attribute* 

Advantages: Fit Advantage [5], Longevity [2], Temperature Tolerance 10 (40% below norm, 
60% above norm) [10] 

Hit Points: 12 [4] 

Mods: Cortical Stack (Extra Life, Requires Body -20%) [20] 

Basic Biomods (Less Sleep 4) [8], (Improved G Tolerance 3, low gravities only -50%) [8], 
(Regrowth) [40], (Regeneration Slow) [10], (Unaging) [15], (No Degeneration in Zero G) [1], 
(Taboo Trait: Genetic Defects), (Taboo Trait: Neurochemical Imbalance), (Immunity to 
Disease) [10] 

Basic Mesh Inserts (Accessory - Computer) [1], (Radio Telecommunication, Secure +20%, 
Sensie +80%) [20] 

Enhanced Respiration (Pressure Support 1, 0.2-5 atm range -40%) [3], (Doesn’t Breathe, 
Oxygen Storage x25 -50%) [10], (Pressure-Tolerant Lungs) [1] 


Uplift Morphs 
Neo-Hominid (Chimpanzee) 


Maximum Attribute Level: five attributes at 21 and one at 26 

Attribute Modifiers: +1 ST, +2 DX, +2 HT, +3 two attributes* 

Advantages: Fit Advantage [5], Longevity [2], Arm ST +3 [15], Bad Grip 2 [-10], Brachiator 
[5], DR 1 [5], Sharp Teeth [1], two Extra Arms (Foot Manipulators -30%) [14] 

Skills: Climbing-14 

Hit Points: 11 

Mods: Cortical Stack (Extra Life, Requires Body -20%) [20] 


Basic Biomods (Less Sleep 4) [8], (Improved G Tolerance 3, low gravities only -50%) [8], 
(Regrowth) [40], (Regeneration Slow) [10], (Unaging) [15], (No Degeneration in Zero G) [1], 
(Taboo Trait: Genetic Defects), (Taboo Trait: Neurochemical Imbalance), (Immunity to 
Disease) [10] 

Basic Mesh Inserts (Accessory - Computer) [1], (Radio Telecommunication, Secure +20%, 
Sensie +80%) [20] 


Neo-Hominid (Gorilla) 

Maximum Attribute Level: five attributes at 21 and one at 26 

Attribute Modifiers: +5 ST, +2 DX, +2 HT, +3 two attributes* 

Advantages: Fit Advantage [5], Longevity [2], Arm ST +3 [15], Bad Grip 2 [-10], Brachiator 
[5], DR 1 [5], Sharp Teeth [1], two Extra Arms (Foot Manipulators -30%) [14], SM +1 
Skills: Climbing-14 

Hit Points: 15 

Mods: Cortical Stack (Extra Life, Requires Body -20%) [20] 

Basic Biomods (Less Sleep 4) [8], (Improved G Tolerance 3, low gravities only -50%) [8], 
(Regrowth) [40], (Regeneration Slow) [10], (Unaging) [15], (No Degeneration in Zero G) [1], 
(Taboo Trait: Genetic Defects), (Taboo Trait: Neurochemical Imbalance), (Immunity to 
Disease) [10] 

Basic Mesh Inserts (Accessory - Computer) [1], (Radio Telecommunication, Secure +20%, 
Sensie +80%) [20] 


Pod Morphs 
Synthmorphs 


Infomorphs 


Using Technology 


Computers 

The average computer in 10AF is a Complexity 19 device that can comfortably fit in a human 
hand; cutting-edge flexible computers with no visual displays are about the size of a credit 
card, and be worn as an armband or placed in a pocket, while older or more robust models 
are about the size of an early 21st Century smartphone. Most people have such computers 
implanted in their heads, commonly called “Mesh Inserts”. These computers can store several 
exabytes of information. (For comparison, the total sum of all Internet traffic in the year 2008 
was 9.9 exabytes.) 


With this immense amount of power and storage, personal computers and Mesh Inserts are 
fully capable of running a single human mind emulation (a Complexity 19 programs) and the 
necessary supporting software infrastructure (a Complexity 18 program), or an Al of 
equivalent complexity. 


The Mesh 
Accelerated Future 


Backups 

Eclipse Phase science is capable of scanning the human brain down to the chemical 
metabolome level using advanced nanomachine endoscopy. This level of detail, which 
includes a neural map of the entire brain, its activity states, firing properties, and the 
concentration of metabolites and neurotransmitters, is enough to create a functional emulation 
of any human brain. This allows the personality, memories and every other aspect of a 
person’s mind to be stored and copied, resulting in the functional immortality of anyone willing 
to have their brain scanned. If they “die”, they can just have their scanned mind downloaded 
into a new body, returning them to life. 


Most people in Eclipse Phase have nanomachine scanning probes saturating their brain and 
making copies of their minds every second, storing the copies in a “cortical stack”, a 
grape-sized solid state hard drive encased in diamond and attached to the base of their skull. 
In the event of the death of their physical body, the cortical stack can be removed and the Ego 
returned to life in a new body, or as a software emulation running on a conventional computer. 


A scan of a human mind requires 1 exabyte (1,000,000 TB) of storage capacity and when run 
on a computer is a Complexity 19 program. 


Resleeving 
Forking 
Psychosurgery 


Reputation Networks 


Gear 
The Eclipse Phase Campaign 
Appendix A: Skills 


The following skills are available to players in a GURPS: Eclipse Phase campaign. Skills 
wrapped in parenthesis (like this) are available but not necessarily appropriate or likely to 
become useful. Italicized skills are especially appropriate for Eclipse Phase characters. 

e Accounting 

e Acrobatics 


Acting 
Administration 
Animal Handling 
Anthropology 
Archeology 
Architecture/10 
Area Knowledge 
Armoury/10 
Artillery/10 

Artist 
Astronomy/10 
(Autohypnosis) 
Beam Weapons/10 
Bicycling 
Bioengineering/10 
Biology/10 

(Blind Fighting) 
(Blowpipe) 
Boating/10 

Body Language 
(Bolas) 

(Bow) 

Boxing 
Brainwashing/10 
Brawling 

Breath Control 
Camouflage 
Carousing 
(Carpentry) 
Cartography/10 
Chemistry/10 
Climbing 

(Cloak) 

Combat Art/Combat Sport 
Computer Hacking/10 
Computer Operations/10 
Computer Programming/10 
Connoisseur 
Cooking 
Counterfeiting/10 
Crewman/10 
Criminology/10 
(Crossbow) 


Cryptography 
Current Affairs/10 
Dancing 

Detect Lies 
Diagnosis/10 
Diplomacy 
Disguise/10 
Driving/10 
(Dropping) 
Economics 
Electrician/10 
Electronics Operation/10 
Electronics Repair/10 
Engineer/10 
Environment Suit/10 
(Erotic Art) 

Escape 

Expert Skill 
Explosives/10 
(Falconry) 
Farming/10 
Fast-Draw 
Fast-Talk 

Filch 

Finance 

(Fire Eating) 

First Aid/10 
(Fishing) 

Flight 

Forced Entry 
Forensics/10 
Forgery/10 
(Fortune-Telling) 
Forward Observer/10 
Free Fall 

Freight Handling/10 
Gambling 

Games 

Gardening 

Garrote 
Geography/10 
Geology/10 
Gesture 


Group Performance 
Gunner/10 
Guns/10 
Hazardous Materials/10 
Heraldry 

Hidden Lore (Conspiracies) 
Hiking 

History 

Hobby Skill 
Holdout 
Housekeeping 
(Hypnotism) 
Innate Attack 
Intelligence Analysis/10 
Interrogation 
Intimidation 
Jeweler/10 

Judo 

Jumping 

Karate 

Knot-Tying 
(Lance) 

(Lasso) 

Law 

Leadership 
(Leatherworking) 
Lifting 

Linguistics 

Lip Reading 

Liquid Projector/10 
Literature 
Lockpicking/10 
Machinist/10 
Makeup/10 

Market Anaysis 
(Masonry) 
Mathematics/10 
Mechanic/10 
(Meditation) 

Melee Weapon 
Merchant 
Metallurgy/10 
Metrology/10 


Mimicry 

Mount 

Musical Composition 
Musical Instrument 
(Naturalist) 
Navigation/10 
(Net) 
Observation 
Packing 
Paleontology/10 
Panhandling 
Parachuting/10 
Parry Missile Weapons 
Performance 
Pharmacy/10 
Philosophy 
Photography/10 
Physician/10 
Physics/10 
Physiology/10 
Pickpocket 
Piloting/10 
Poetry 
Poisons/10 
Politics 
Professional Skill 
Propaganda/10 
Prospecting/10 
Psychology 
Public Speaking/10 
(Religious Ritual) 
Research/10 
Riding 

Running 
Savoir-Faire 
Scrounging 
Scuba/10 
Search 
Sewing/10 

Sex Appeal 
Shadowing 
Shield 
Shiphandling/10 


Singing 

Skating 

Skiing 

Sleight of Hand 
(Sling) 
(Smith/10) 
Smuggling 
Sociology 
Soldier/10 
(Spear Thrower) 
Speed-Reading 
Sports 

Stage Combat 
Stealth 
Strategy 
Streetwise 
Submarine/10 
Sumo Wrestling 
Surgery/10 
Survival 
Swimming 
Tactics 
Teaching 
Teamster 
Theology 
Throwing 
Throwing Art 
Thrown Weapon 
Tracking 
Traps/10 
Typing 

Urban Survival 
Ventriloquism 
Veterinary/10 
Wrestling 
Writing 


